Abstract-We propose a system for acquiring, maintaining, and communicating Real-World Achievements. The concept is based on virtual world systems that are in common use in current Massively Multiplayer Online Games (MMOG) like World of Warcraft or Warhammer Online. The system design is centered around a global database of achievement definitions and individual progress.
The introduction of these achievements had a significant impact on the users' gaming behavior. Attaining as many achievements as possible or attaining a particularly challeng ing achievement has become a new motivation. Some users are even willing to invest their playing time into relatively useless or boring tasks, simply to get the achievements associated with them. This impact is based on the fact that people are used to such rewards in the real world.
Awarding people for their efforts is common practice in our society: pupils get graded, scientists obtain a doctor's degree, and in the business world people use titles to denote position (CEO, vice president, team leader or professional achievement plaques hang in people's offices).
We argue that the emergence of a pervasive communica tion infrastructure makes a real-world achievement system more and more feasible. We thus propose a global system for acquisition, maintenance and communication of achieve ments in the real world. .
Client Side Server Side Figure 1 . Overview of the design of our real-world achievement system. The solid lines denote initiated access, while the dashed lines represent the flow of information.
B. Event Service
The Event Service is a software running on either a user's handheld device or on a stationary terminal. Its role is to keep track of user actions and to generate user events and transmit them to the Awarding Server. where protection against cheating is an issue, or user initi ated approches are unfeasible. In this case, the Event System only needs to be installed on selected terminals, rather than on each user's device. It is also possible to use a simple website to enter achievement progress manually. A use case for third-party initiated events could be tracking world record attempts or personal achievements during sporting events. In a more trivial scenario, students could authenticate themselves automatically at an RFID reader inside a lecture room to make progress towards achievements related to lecture attendance.
User Initiated Events
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C. Awarding Server
The Awarding Server is directly connected to the database.
It provides the application logic for the entire system. 
D. Presentation and Notification
The component that implements the Presentation and 2) Demonstration of the Achievement System: The second part of the demonstration takes place in the demo session.
The functionalities of the system components described earlier are presented in detail. Participants are able to ex plore the system and obtain exemplary achievements. New achievement types can be entered into the database. In addition to the third party initiated events used during the trial phase, different examples for user initiated events are given. For this purpose handheld devices with an installed Event Service are available.
In order to get an impression of the system's impact, a real-time evaluation of the current achievement progress of all users is performed. Statistics like user information, indi vidual achievement progress and total number of obtained achievements are presented.
